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In response to What Authors Wish Their Graphic Artists Knew About Authorware 


What Graphic Artists Wish Their 
Authors Knew About Graphics 


here comes a time in every pro- 
ject when an author is forced to 
search out the graphic artist 
and make a graphically oriented request. 
Together, author and artist enter the 
ring, and the bout begins. The graphic 
artist, appearing with strange attire, 
piercings, and hair color, is armed with 
his massive monitor, mega RAM and 
the greatest collection of hardware in 
aie free world. The author, armed with 

verbal darts and technospeak, rushes in 
with wild gibbering. Two worlds col- 
lide, till death do they part. 

The major cause of events like 
this is lack of understanding. Authors 
have no idea what color the sky is in the 
graphic artist’s world, and from the por- 
ticos of the graphic artist's ivory cubicle 
the authoring proletariat looks strangely 
conformist. This, coupled with the fact 
that authors have absolutely no idea 
what time, skill, or effort is required to 
complete a graphically related task, can 
turn a request into fighting words. 

For example, something as sim- 
ple sounding as, "excuse me your emi- 
nence, I humbly ask that you create a 
graphic of our entire universe and the 
entire text of the Guttenburg Bible in a 
32x32 pixel 16 color square," or, 
"please remap all of the graphics com- 
pleted so far to a completely new 
palette," may not be easy or even possi- 
ble. Thus, for authors the confrontation 
begins with the approach, the meeting of 
two minds, and is closely followed by 
the exchange of requests and informa- 
(ion about technical specifics, palettes 
and changes. With a bit of revelation, 


Graphic Artists and Authors do not always 
mix well (graphic artist on the right). 


this potential dance of death can be rechan- 
neled into a forum of civil, coherent and ef- 
fective interchanges. 


The Language of Approach 

When speaking to a graphic artist, 
choose your language carefully. Asking 
how the graphics are coming along for 
the "mouse over, checked state" might 
as well be in another language. How 
many artists want to learn a software 
tool that may require typing and uses 
graphics tools as prehistoric as Author- 
ware's? 

Also, be careful using Author- 
Speak, you may provoke a technobabble 
show down. "The graphics will take 
longer than I thought because I'm havy- 
ing trouble getting the alpha channels to 
export with no anti-aliasing from my 3D 
rendering package...and it's your fault." 
Remember, graphic artists see authors 
as scurrying little functionaries whose 
sole purpose is to create a nice little slide 
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This May Be Your Last Issue 


AuthorWords Moving to New Web Page 


ttention AuthorWords readers 
and Solis groupies: it’s here! 
Or should we say we’re here, 
on the net at: http://www.solis.com. 
After March Ist look us up to find an 
array of useful information, including 
Authorware tips, examples, graphics, 
and of course the ever popular shareware 
publication AuthorWords. 

For you AuthorWords readers 
without net access, don’t despair! We 
understand many of you are building 
AuthorWords libraries and want to 


continue receiving paper copies, and 
we’re going to provide them. However, 
from here on out, paper copies will be 
available only to those with paid 
subscriptions. If you'd like to 
subscribe, make your $10.00 check 
payable to Solis and send it to: 
107 South B Street 


Suite 350 
San Mateo, CA 94401. 
This will get you a _ one-year 


subscription, and ensure that this isn’t 
really your last issue. 


Authorware Professional is a registered trademark of Macromedia, Inc. AuthorWords and Solis Design, Inc. are not associated in any way with Macromedia, Inc. 


n today’s world of computer 
based training authors have to 
~ take into account that some 
learners like to click away on the screen 
like rabbits, while some users prefer to 
dress in drag. Oops, I mean they like to 
drag a slider to their selection. How do 
you accommodate both kinds 
learners? Give them both options! 

This article will describe how 
to set up a simple slider that gives the 
user the option to click or drag on the 
wild slide. This slider can also be 
adapted further to. show-which chapters, 
sections, lessons, etc. have been 
completed so far. Since this is the 
Beginner’s Corner we will just keep it 
simple and straightforward! 


Panel & Slider 
To start with, let’s set up the 
panel from | to 10, like the one below. 


Set up the panel so that each 
number is spaced evenly. In our 
example, each numbered section is 39 
pixels wide for a total of 390 pixels. 
The reason for doing this shall become 
clear when we set the calc icons for the 
slider. I put this panel inside the 
interaction icon and_ then - set 
Movable:=False to lock the panel in 
place. 

Remember to put the “slider” 
(triangle) in a separate display icon. In 
the Effects dialog set Calculate Initial 
Position to “On Path” and set Movable 
to “Along Path Only”. This will make 
sure the user does not go off the beaten 
path! 

Under Position set Base to | 
and End to 10. This is the range value 
of our chapters on the panel. Make 
sure Layer is set to | to keep the slider 
on top, as in the graphic to the right. 


Clicked on Panel Response 

Now, set up the slider calc 
icon at the top of the flowline. Set the 
initial location of the slider to 
Chapter:=1 and PanelWidth:=39, 
Distance from left:=110. Distance from 
left determines the distance in pixels 


of 


alk on the Wild Slide! 


from the left of the screen to the 
left edge of the panel. This was 
determined using the ClickX and 
ClickY variables. 

Next, place a map icon 
to the right of the interaction 
icon. I titled this “Clicked on 
Panel” and selected Hot Spot as 
the response type. Make a nice 
tight rectangle that fits over the 
panel. Set the options to 
Perpetual, with Erase Feedback set to 
After Next Entry, Not Judged, and 
Continue, respectively._Matched With 
is set to single-click. 

Here we go! The “Clicked on 
Panel” calc icon! Type in the following: 
Chapter:=INT(((ClickX - Distance from 
left)/Button Width) + 1). Huh! Vat is 
dis? Let’s break it down. Remember to 
start with the innermost brackets and 
work outward. Look at the position of 
the slider to the left on number 
3. Here (ClickX) - (Distance 
from left) 207 - 110, is 
subtracted leaving a remainder 
of 87. Divide 87 by 39 (Button 
Width), to get 2.23. Adding | gives us 
3.23 which we promptly smack with the 
INT function. 

This strips off any values, not 
clothes, past the decimal point. Whew! 
We are left with 3, which is exactly 
where the slider is! This is a neat clean 
single line that accomplishes what we 
want. 

Below the calc icon place a 
Motion icon. Set Motion type to 
Calculated Point on Line. Position the 
slider over the center of number 1, and 
then drag until directly over 10. In the 
Variable/Expression box put “Chapter’’, 
and in the Position box set the Base to | 
with the End value set to 10. Then set 


| Drag object to extend path 
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the Rate to .5 and chose Time, and set 
the upper left box to Stop at Ends. 
Dragged Slider Response 

Actually, walking on the wild 
slide is easier than it looks! Place this 
map icon to the right of the “Clicked on 
Panel” map icon. Select Target Area as 
the response type. In the options dialog 
for the response, check “‘Perpetual” and 
choose the “Leave at Destination” 
option. 

Erase Feedback options are the 


same as the “Clicked on Panel” may™, 


icon. Shape and place a_ skinny 
rectangular box on top of the panel. 
Make sure it is equal in width to the 
panel! 

Let’s tackle the “Dragged 
Slider” calc icon. You'll find this easier 
than the Jamaican Bobsled team did! 
Type in the following: Chapter:= 
INT(Round(PathPosition @ “Slider”)). 
This leaves the slider over the middle of 
the closest number when you release the 
slider. The PathPosition@“Slider” 
determines the position of the “Slider” 
relative to the On path line. 

Important: the quotes here must 
be around the icon title. The Round 
function actually rounds down decimal 
values of .5 and rounds up values greater 
than .5. Then the INT function strips off 
any values past the decimal point which 
prevents a confused slider from being 
“dragged” to the wrong number after 
releasing the mouse. 

Finally, place another Motion 
icon below the Dragged Slider icon. Set 
this to the same settings as the last move 
icon. Hey, since this is a simple example 
let’s just copy and paste it! Remembe 
to drag your slider, and you’re set. 

That’s it! There should be a 
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(Continued from page 1) 
show for all of their graphics. As a note, 
many artists also see audio engineers as 
the people who add the noise that dis- 
tracts from the graphics. 


Technical Specifics 

If you look at your average 
graphic artist’s desk, amidst the clutter 
you are more likely to find a scale model 
of the Millennium Falcon and a suction 
cup gun than a filing cabinet or an in- 
box. While floating through the clouds 
looking for artistic inspiration, it is very 
easy for an artist to forget about petty 
things such as maximum resolution, 
palette limitations and all of those darn 
button states. To help your graphic 
artist remember these things we recom- 
mend the following: 

Provide clear technical specifics, 
making sure what needs to be done ina 
specific way is discernible from areas 
that are open to artistic license. It is a 


, good idea to give specific instructions 


about file format and naming conven- 
tions. The last thing any graphic artist 
wants to hear is that PaintShop Pro or 
HiJaak touched even one of the graph- 
ics; or even worse, some author tried to 
use PhotoShop without proper supervi- 
sion. More than anything, like the Ten 
Commandments, it is essential that these 
things be written down. You may also 
want to mention that you'll be forced to 
convert all of the graphics in Corel 
Draw if you don't receive them in the 
perfect format. All artists know that au- 
thors have the potential to be to graphics 
what Cruella de Ville was to puppies. 


Wild Slide... 


(Continued from page 2) 

nice working slider in front of you. 
Your flow line should look like the 
graphic at the top of page two. 

This model can be modified in 
many ways depending on your particular 
project. Example: for the vertically 
challenged you can create a vertical 
panel and all you have to do is change 
ClickX to ClickY in the “Clicked on 
Panel” calculation icon-- a_ little 
repositioning of Hot spots, etc. You’re 
there! See, this wasn’t so bad! Good 
Luck and Happy Sliding! 


Authors are to graphics what Cruella de 
Ville was to puppies. 


Palettes 

For some odd reason, the deci- 
sion between using a custom palette or 
just sticking with the standard Author- 
ware or system palette seems to fall far 
too frequently with the author. If this 
decision happens to be yours, keep in 
mind the inherent advantages and disad- 
vantages of both palettes. 

The standard palettes lack the 
browns, pinks and faded out colors nec- 
essary for effective wood textures, hu- 
man faces and muted pictures like those 
you might see in the background behind 
text. Graphics that contain a large num- 
ber of gradations, such as a sky or a 
solid colored wall, are sure to make 
anyone with reasonable eyesight cringe. 
The upside of the Authorware and sys- 
tem palettes is that bright vibrant colors 
found in nature do tend to work well. 
These palettes are also much easier and 
faster to use for both the artist and the 
author. 

Custom palettes take a little more 
time and skill for an artist to create, but 
if done well, they can push 256 colors to 
the limit and make all of your graphics 
look great. Custom palettes also reduce 
the agony that every graphic artist feels 
when beautiful graphics in millions of 
colors are butchered down into a mere 
256. The next time you are waiting for 
Windows 95 to boot, look at the start up 
screen with the clouds. I count only 16 
colors that happen to be very well cho- 
sen. 

Custom palettes are not the an- 
swer to every graphics problem as they 


have been known to cause their own 
problems within Authorware. Palette 
shifts have been encountered when run- 
ning Director movies and PICS anima- 
tions, even when these animations are 
mapped to the same custom palette as 
the Authorware file. "Always test in 
advance," should be etched in stone 
somewhere in your workplace right 
next to, "Never blame the graphic 
artist." 


Changes 

Take the time to learn how your 
graphic is being designed. A basic un- 
derstanding of the artist's development 
process will help immensely when de- 
ciding which last minute changes are 
worth requesting. A request as simple 
as, "make the dinosaur purple, and put 
it behind a darker tree" could take sec- 
onds or days, depending on what pro- 
cess was used for the graphic. Most 
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About Solis, The 
People Who Bring 
You AuthorWords 


olis is a professional services 
company with solutions for 
your multimedia design, devel- 
opment, and delivery chal- 
lenges. We focus on three areas: 


¢ Custom multimedia development 
¢ Products like our Pathway CMI system 
* Consulting and developer support 


Address: 107 South B Street 
Suite 350 
San Mateo, CA 94401 


Email: SolisInc @aol.com 


Web: http://www.attila.com/solis.com/ 
After March 1, 1996: 
http://www.solis.com 


Phone: (415) 696-8700 
(415) 696-8703 fax 


Editar: Joan Davenport 
Contributors: Solis Staff 


About Graphics... 
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graphics are largely developed in one of 
three environments: pixel based, 2D 
vector or 3D vector based applications. 

Graphics developed in pixel 
based environments (PhotoShop, Xres, 
Paint Shop Pro, Painter, Live Picture 
etc.) often make large changes a real 
challenge. In PhotoShop version 3.0, 
layers make changes easier, but once a 
graphic is anti-aliased and saved it is un- 
likely that it can be reversed in an easy 
step. Large scale changes other than 
cropping, brightening, darkening, sharp- 
ening, flipping etc. can be very be time 
consuming. : 

Small touch ups, on the other 
hand, are usually no problem at all. 
These programs are designed to make 
pushing pixels and palette changes easy. 
Moving the dinosaur behind the tree 
could pose a tough challenge in this en- 
vironment if layers aren't already being 
used. Changing the dinosaur's color 
could also be potentially tedious if the 
dinosaur is anti-aliased or gradations 
were used. 

Two dimensional vector pro- 
grams such as FreeHand and Illustrator 
make layering, repositioning and chang- 
ing colors extremely easy. Changes in 
viewpoint and perspective, on the other 
hand, are extremely difficult. All 
changes in vector programs require an 
extra step with a paint program such as 


AuthorWords 


Solis 
107 South B Street 
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San Mateo, CA 94401 


A request as simple sounding as moving and recoloring a dinosaur 
could be very easy or very difficult. 


DeBabelizer or PhotoShop, for palette _ 


mapping and usually a bit of general 
touch up and cropping. Both dinosaur 
changes would be easy in this environ- 
ment. ; 

Three dimensional programs such 
as Infini-D, Extreme 3D, and Ray 
Dream Designer all make changes in 
viewpoint, object placement and col- 
oration very easy if the graphic that is to 
be changed hasn't been touched up too 
much in a pixel based program after the 
rendering. Though speedy changes can 
be made, it may take quite some time for 
a graphic to render. 

Scenes with numerous complex 
objects, transparent objects or reflective 
objects will slow down rendering time. 
If the change that you would like is rela- 


tively minor you may ask if it can be 
done in PhotoShop to save time. Most 
3D graphics, like the two dimensional 
vector graphics, will most likely visit a 
paint program for minor touch ups, crop- 
ping and palette remapping. 

Understanding which of these 
three processes was used and knowing 
which types of changes are reasonable 
will improve any development cycle. 
Working with a graphic artist is not an 
impossible task. Just make sure that you 
remember to provide clear, written tech- 
nical specifics, understand the produc- 
tion process when using palettes and 
making changes, express your love of 
the Macintosh, and above all else, keep 
personal photos as far away from those 
scanners as possible. 
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